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INTEGRATED MULIT ENVIRONMENT
INTERACTIVE BATTLE GAMEL

CROSS-REFERENCE TO RELATED
APPLICATIONS

This 1s a non-provisional patent application which claims
priority pursuant to 35 U.S.C. 119(e) to U.S. Provisional

Patent Application No. 62/031,014, filed on Jul. 30, 2014,
which 1s expressly incorporated herein by reference.

FIELD OF THE INVENTION

The present mvention relates generally to interactive
games, and more particularly to game scenarios such as
battle-based board games and battle-based videogames used
with mobile electronic devices. For example, battle compe-
titton may occur for a player or between players during
videogame play 1n a virtual environment and during physical
game play 1n a real environment with physical toys.

BACKGROUND OF THE INVENTION

During the past three decades, videogames have evolved
tremendously and have become widely played by people of
all ages and abilities. Additionally, recent years have been
marked by an explosion in the use of mobile electronic
devices, such as smart phones, tablet computers, portable
gaming devices and the like. Correspondingly, the popular-
ity of playing videogames on mobile electronic devices has
also exploded.

Also 1n recent years, several prior art videogames, known
as endless running games, have become extremely popular.

In endless running games, a player begins the game with a
certain amount of resources for playing the game, and the
game runs until the player exhausts all his or her resources;
during the game, the player may increase resource levels
through various game play events. Traditionally, these
increased resources are earned from within the videogame,
for example, by accumulating a certain number of points
resulting from videogame play. Thus, the increased
resources have been accumulated fully within a wvirtual
environment.

Likewise, several prior art videogames mvolving battles
between characters have also become extremely popular.
Many of these videogame battles run on the type of
resources discussed above, with these resources accumu-
lated fully within the virtual environment. Additionally,
physical board games involving battles have been popular
and remain popular. For example, the Beyblade™ brand
battling top has been popular for several years and remains
popular. The battles between these types of tops have
occurred fully within the real environment.

Over the past few decades, systems, devices and methods
also have used physical activity measurements as input to
computer-related systems, mainly to promote physical activ-
ity or particular products. U.S. Pat. No. 8,353,770 to Lu for
“Mobile Social Fitness Networked Game” discloses a
mobile device where performance data 1s used for fitness,
socialization and potential game playing. Patent application
US 2005/0227811 to Shum for “Game Pod” discloses a

game pod attachable to footwear that measures physical
activity and uses the measurements as mput to a videogame.
U.S. Pat. No. 6,585,622 to Shum for “Interactive Use an
Athletic Performance Momitoring and Reward Method, Sys-
tem and Computer Program Product” discloses a method for
rewarding athletic performance involving the use of a prod-
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uct worn by a person. U.S. Pat. No. 6,213,872 to Harada, et
al. for “Pedometer with Game Mode” discloses a pedometer
with a game mode for a child.

Various sports balls, pucks and the like are known which
may contain an electromagnetic transmitter. For example,
U.S. Pat. No. 5,976,038 to Orenstein et al. for “Apparatus
for detecting moving ball” 1ssued Nov. 2, 1999 discloses an
apparatus having a game ball containing a transmitter where
antennas are provided for determining whether or not the
game ball has passed over a line. Orenstein et al. allows for
limited user interaction with illuminating sensors that
increase the interactive capabilities of the game. Similarly,
the U.S. Pat. No. 5,947,846 to Craig for “Hockey Goal—
“The Judge’ 1ssued Sep. 7, 1999 describes a hockey appa-
ratus where sensors detect whether a puck has passed over
a housing line. Like Orenstein et al., the Craig patent allows
for some user interaction by way of reaction to a puck
crossing the line as real-world physical play activities. U.S.
Pat. No. 35,864,333 to O’Heir for “Foot Force Actuated
Computer Input Apparatus and Method” discloses using
shoes, pads, or other similar device to generate control
signals corresponding to movement. U.S. Pat. No. 6,024,673
to Kashiwaguchi for “Data-Using Game System™ discloses
using operational training data produced from a device such
as an exercise machine as input for a videogame that 1s part
ol the exercise machine.

U.S. Patent Application No. 2013/0017891 Al to
Romero, et al. for “Systems And Methods For Providing
Virtual Incentives For Real-World Activities” published Jan.
17, 2013 discloses toys and physical play objects such as
sports balls or flying disks that include a sensor to generate
signals conveying information regarding the amount of
real-world physical play activities performed with the asso-
ciated object. Romero discloses that once the amount of play
crosses a threshold level, 1ts user may be presented with a
code, from which the user may redeem virtual benefits and
incentives for use 1n virtual-world videogame environments
such that real-world physical activity 1s encouraged through
virtual space benefits.

Because the play of videogames has largely been fueled
with battle victories, energy, or points, earned or otherwise
accumulated from within the virtual environment of the
played game, the enjoyment of the game has been limited.
Likewise, because battling games in the physical, real envi-
ronment have remained fully within the physical, real envi-
ronment, the enjoyment of those games has also been
limited. It would be advantageous to enhance the enjoyment
of videogames and real world physical games by providing
a battling game that involves a single character persona
alternating between the real world environment and the
virtual environment during a single battle as well as through
multiple battles while providing feedback to the player from
cach environment. Accordingly, it would be desirable to
provide a battling game that mvolves a single character
alternating between battle 1n the real world environment and
battle 1 a virtual environment. This can be accomplished by
producing a physical game piece capable of communicating
with and being 1dentified by an application on an electronic
device, where the application on the electronic device alter-
nates between battles 1n the virtual environment and waiting,

for the virtual character to return following a battle between
physical game pieces. The mventions discussed 1n connec-
tion with the described embodiments address these and other
deficiencies of the prior art.
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The features and advantages of the present inventions will
be explained 1n or apparent from the following description

of the preferred embodiment considered together with the
accompanying drawings.

SUMMARY OF THE INVENTION

The present inventions address deficiencies 1n the prior art
of integrated computer-related and physical game play inter-
actions by defining a gaming system involving interactions
between a player, a physical game piece and an electronic
device. Specifically, the described embodiment uses a Bey-
blade™ spinning top as the physical game piece interacting,
with an electronic device with which the top may commu-
nicate. The described Beyblade™ spinning top usually
includes a device, such as a ripcord, to help a player make
the top spin. One or more players may engage in games
where one or more players spin two or more tops so that the
tops may “battle”, where the player whose top 1s the last top
spinning wins. The “battle” may include the tops colliding
one or more times. The tops may have different designs
where each design causes a top to respond to collisions in a
unique way, thus adding a skill element to choosing oppos-
ing tops.

The electronic device executes a game application asso-
ciated with the physical game piece. In the described
embodiment, the game application has a digital character
uniquely associated with a specific Beyblade™. Where each
Beyblade™ top has unique physical characteristics, each
associated digital character has a personality reflecting the
characteristics of the corresponding physical top.

The game application executes as a two-state digital game
environment that toggles between each state. In the first
state, while the player plays with the physical game piece,
the game application waits for communication from the
physical game piece. After the game application communi-
cates with the physical game piece, the game application
switches to the second state, where the player plays a game
in the digital environment. In the second state, the game
application also waits for communication from the physical
game piece while the player plays the digital game. When
the game application communicates with the physical game
piece while 1n the second state, the game application
switches to the first state. The first-state digital game envi-
ronment further may have a display that shows story ele-
ments related to the digital character and the digital envi-
ronment during play with the physical game piece.

In the second state, the game 1ncludes a digital character
uniquely associated with the physical Beyblade™ top. The
player increases an accumulated game score by sequentially
accessing gaming modules of increasing dithculty featuring
the digital character 1n the digital game environment. In the
embodiment, the player may control the digital character
using known user input interfaces, such as a keyboard, a
joystick, a touchpad, a trackball, etc. In some embodiments,
the digital character evolves as the difliculty level increases.

Each physical game piece, or Beyblade™ top in the
described embodiment, has a unique alphanumeric identifier
and a signal transmitter, such as near field communication
(NFC) device, which transmits the unique alphanumeric
identifier. The electronic device has a signal receiver con-
figured to recerve the unique alphanumeric identifiers asso-
ciated with each Beyblade™ top.

The game application, which accesses a table of the
known unique alphanumeric i1dentifiers, switches between
the first game state and the second state in response to output
from a digital portal interface, which runs as part of the game
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application. The digital portal interface 1s configured to
receive the unique alphanumeric identifiers from the signal
receiver 1n the electronic device, to query the table to match
the received unique alphanumeric 1dentifier, and to generate
output when the unique alphanumeric 1dentifier matches a
table element. When the digital portal generates output, the
game application switches states. The player accesses the
sequentially accessible gaming program modules and
increases the difliculty level and the accumulated game
score based on the quantity of digital portal output and the
quantity and pattern of user input. The digital portal inter-
face may further be used to generate a friends list using the
unmique alphanumeric i1dentifiers of the physical game pieces
belonging to friends against whom the player competes.

In some embodiments, the game application may further
use multipliers as a feature to reward a player for both
physical game play and computer-related game play. With
multipliers, the value of either the difhiculty level or the
accumulated game score, or both, gets increased by a
predetermined multiple based on the quantity of digital
portal output and the quantity and pattern of user input.

The described embodiments may also use a physical game
board that communicates with the physical game piece and
the game application. In the described embodiment, the
physical game board 1s a used as a stadium for one or more
players to spin two or more Beyblade™ tops so that the tops
battle within the stadium confines by spinming and knocking
into each other until only one top remains spinning. The
game board uses a game piece movement detector that
identifies the idividual tops by receiving and recognizing
the unique alphanumeric identifier when the top 1s within the
stadium and that uses a motion sensor to determine 11 the top
1s moving while within the stadium. The physical game
board also uses a signal transmitter that commumnicates with
the game piece movement detector and transmits the unique
alphanumeric identifiers of all tops within the stadium and
whether or not each top 1s moving to the game application
in the electronic device. Depending on the types of switches
used 1n the physical top, the game piece movement detector
may or may not only be able to 1dentify the top if the top 1s
spinning Other configurations will sense both presence and
spinning. Then, the game application 1n the electronic device
may monitor the physical top battles.

In the described embodiment, the game application 1n the
clectronic device monitors the Beyblades™ physical battles
in the stadium by configuring memory to store a list with
cach item containing: 1) the unique alphanumeric identifier;
2) a motion indicator that indicates whether or not the
physical game piece having the particular unique alphanu-
meric 1identifier 1s moving; 3) the accumulated game score
for the physical game piece having the particular unique
alphanumeric 1dentifier; and 4) the current dithiculty level for
the physical game piece having the particular unique alpha-
numeric i1dentifier. Then, 1n real time, the game application
uses a game piece identification and movement detection
program module to detect the tops 1n the stadium by receiv-
ing their respective unique alphanumeric identifiers and to
determine whether each top 1s moving. The game piece
identification and movement detection program module then
communicates with the game application running in the
second state to adjust the accumulated game scores and the
dificulty levels associated with each unique alphanumeric
identifier. The unique alphanumeric i1dentifiers, the motion
indicators corresponding to each unique alphanumeric 1den-
tifier, the accumulated game scores corresponding to each
unique alphanumeric identifier, and the current difficulty
level for the physical game piece having the particular
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unique alphanumeric identifier are written back to the list for
real time monitoring. This battle monitoring i1s further
enhanced by a user interface that allows a user to input game
results and associate the game result with a unique alpha-
numeric 1dentifier and by a game result conversion program
module that translates the input game results into additional
points to add to the accumulated game score associated with
cach top.

A remotely connected network-based gaming system
management program module may provide network-wide
user difliculty level and accumulated game score manage-
ment for users of like gaming systems. The multiplier
described above may be used network-wide. The network
may further allow players to make 1n-application purchases
using money or currency earned during game play. For
example, the user may use points in the accumulated game
score as a currency to purchase game elements for the digital
character to use 1n the digital environment, and, further, the
user may lurther earn a second currency from increasing
difficulty levels. The network-based gaming system man-
agement program may further have an account management
tool that allows network users to open an account so the

clectronic device from one gaming system may recognize
the physical game piece of a different gaming system.

BRIEF DESCRIPTION OF THE

DRAWINGS

The inventions will now be more particularly described
by way of example with reference to the accompanying
drawings, the advantages of which may be best understood
with reference to the following detailed description taken in
conjunction with the drawing figures, in which:

FIG. 1A shows an overhead view of a physical toy top.

FIG. 1B shows an exploded view of the physical toy top
shown 1n FIG. 1A.

FIG. 2A shows a perspective view of two players, each
with electronic devices, playing a battling game using four
physical toy tops and a stadium-shaped game board.

FIG. 2B shows a transparent plan view from the side of
a stadium-shaped game board.

FIG. 2C shows physical toy top recognition on the elec-
tronic device when a player returns from playing a physical
battle and goes to play a virtual battle.

FIG. 3 shows how a player may register a physical top on
more than one of the player’s electronic devices in the
integrated multi-environment game.

FIG. 4A shows the player beginning the transfer of a
spirit, or character persona, from the physical top in the real
world environment to the virtual environment through a
portal.

FIG. 4B shows the player actuating the transier of the
spirit, or character persona, from the physical top in the real
world environment to the virtual environment through the
portal by tapping the physical top to the electronic device.

FIG. 4C shows anmimation indicating that the spirit, or
character persona, 1s traveling through the portal.

FIG. 4D shows a virtual environment that the spirit, or
character persona, encounters for battle the first time through
the portal.

FIG. 4E shows a virtual environment that the spirit, or
character persona, encounters for battle a subsequent time
through the portal.

FIG. 5A shows the process of a spirit character transier-
ring from an electronic device to a physical toy.

FIG. 5B shows the process of a spirit character transier-
ring from a physical toy to an electronic device.
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FIG. 6 A shows how the character persona evolves during
videogame play as the player levels up.

FIG. 6B shows the character persona when first trans-
terred to the virtual environment.

FIG. 6C shows the character persona when transferred
from the wvirtual environment back to the physical toy
following leveling up.

FIG. 6D shows how various character personas evolve
during game play.

FIG. 7A shows that leveling up may occur from both
physical game play and videogame play and that the leveling
up may occur at different rates.

FIG. 7B shows that game currency may be earned from
both physical game play and videogame play and that
currency may be earned at different rates.

FIG. 8 shows a virtual currency accounting for a player.

FIG. 9 shows a sample of items that may be purchased
online whether 1n game or not.

FIG. 10A shows a play loop for the described embodi-
ments.

FIG. 10B shows an evolving character loop.

FIG. 11 shows the match tracker of the application on the
clectronic device declaring a winner of the physical top
battle.

FIG. 12 shows the process ol registering a uniquely
identifiable top using the Cloud.

FIG. 13A shows an example of a current online ranking
system at the top of the leader board with a first sample set
ol statistics.

FIG. 13B shows an example of a current online ranking
system, and the player 1s shown 1n his position with a second
sample set of statistics.

FIG. 14 shows a model of an online ranking system that
will not reduce player incentive.

FIG. 15 shows the media and gaming ecosystem of a
described embodiment.

FIG. 16 shows that an alphanumeric code may be typed
to register a new top.

The present invention 1s further described with reference
to the accompanying drawings, which show preferred
embodiments of the present invention. However, 1t should be
noted that the invention as disclosed in the accompanying
drawings 1s 1llustrated by way of example only. The various
clements and combinations of elements described below and
illustrated 1n the drawmgs can be arranged and organized
differently to result in embodiments which are still within
the spirit and scope of the present mnvention.

DETAILED DESCRIPTION OF TH.
EMBODIMENTS

(Ll

A described embodiment 1s a game ecosystem with sev-
eral components. The game ecosystem and 1ts advantages
may be understood by the following detailed description of
various elements of the system taken 1n conjunction with the
accompanying figures.

Embodiments include gaming systems and methods for
1ntegrated Computer-related and physwal game play inter-
actions having a physical game piece and an electronic
device. The physical game piece may be a physical toy top,
such as the aforementioned Beyblade™. The electronic
device may be a tablet computer, a smart phone, a laptop
computer or the like.

The play pattern of the described embodiments focuses on
increasing the play level of a virtual character within a
videogame on the electronic device. All physical tops have
near field communication (NFC) capabilities, or some simi-
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lar communications means, and all electronic devices are
responsive to NFC, or some similar communications means.
Each NFC enabled top will have a unique alphanumeric
identifier to i1dentily its unique “Spirit”, or character. For
example, Pegasus12343, Pegasus ABCDE, and
Pegasus1B3C4D each represent a unique Spirit or character
that will appear 1n a videogame app on the electronic device.
The game ecosystem will use NFC to identify the character
associated with the top having the umque alphanumeric

identifier by having the game player tap the NFC enabled top
on the surface of the NFC enabled electronic device. The
clectronic device will recognize the unique alphanumeric
identifier and 1dentity the correct Spirit, or character, 1n the
game app on the electronic device. Once the electronic
device recognizes the physical top, it the player has regis-
tered the physical top, the videogame app on the electronic
device will be able to display the character as part of the
game. This recognition process simulates the transfer of the

Spirit from the top 1n the real world to the videogame 1n the
virtual world.

When the player registers the top, the player will learn
that the Spirit character must battle. Battling occurs within
two environments: 1) the virtual, or digital, gaming envi-
ronment; and 2) the physical environment. The player will
choose which Spirit he or she wants to use for a battle. When
ready, the player will battle dlgltally to receive currency in
the form of “gems™ and “points”. The currency will allow
the player to level up and the spirit to evolve within the
videogame. Leveling up and evolving digitally will take a
relatively long time. The player will also be able to level up
and the spirit will be able to evolve 1n the physical envi-
ronment. Leveling up and evolving 1n the physical environ-
ment will take less time than 1n the digital environment.

During the virtual, or digital, experience with the spirit, or
character, the videogame app will inform the player that the
player must battle with the spirit 1n the physical world. The
videogame app will mstruct the player to release the spirit
from the virtual world through a portal and into the physical
top. Once the player taps the NFC enabled top on the surface
of the NFC enabled electronic device, the spirit will be able
to compete in top-to-top battles in the real world. The
videogame app will then prompt the player that the spirit
cannot battle 1n the virtual world again until the player
performs the tapping process described above.

FIG. 1A shows an overhead view of a physical toy top.
The physical toy top may be constructed from any material
suitable for the top to withstand colliding with another top
of the same or similar material spinning at a high rate. The
physical top 10 embodies a particular spirit, or character,
identified by the spirit/character symbol 12. The described
embodiment allows for one to any number of spirit/character
symbols 12 as long as each spirnit/character symbol 12 1s
represented by a virtual spirit/character in the videogame
app. The crown of the physical top 14 1s the part of the
spinning physical top 10 that collides with other spinning
physical tops 10. Although the physical design of the crown
of the physical top 14 shown 1s randomly and 1rregularly
notched, any design suitable for fair competition between
spinning tops may be used. The described embodiment has
several designs and colors for the crown of the physical top
14 and provides for greater excitement and unpredictability
in battles because of the greater number of possible colli-
s1ons scenarios. Additionally, the part of the toy featuring the
spirit/character symbol 12 may be separate and detachable
from the part of the toy featuring the crown of the physical
top 14, which may be detachable from the remainder of the
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physical top 10. Thus, the physical tops 10 in the described
embodiments are extremely customizable.
Not shown 1 FIG. 1A, the physical top 10 has an NFC

module that may communicate a unique alphanumeric 1den-
tification number to an NFC equipped electronic device.
Thus, even 1f the two different physical tops 10 have the
same spirit/character symbol 12 and the same crown of the
physical top 14, each will be uniquely identifiable to a
videogame application running on an NFC equipped elec-
tronic device. Other protocols besides NFC may be used.
FIG. 1B shows an exploded view of the physical toy top
shown 1 FIG. 1A. The crown nut 16 in the described
embodiment 1s shown as a standard nut, which may be made
of plastic, metal or any suitably durable material, although
any design capable of attaching to a crown of the physical
top 14 defined with reference to FIG. 1A may be used. The
crown nut 16 contains the spirit/character symbol 12

described 1 FIG. 1A on its top side. The crown of the

physical top 14 from FIG. 1A 1s shown 1n FIG. 1B as a
two-piece design, although other designs may be used. The
crown of the physical top 14 1s composed of a crown battle
shield 18 and a crown support 20 that attach to each other.
FIG. 1B shows a configuration where a crown support post
26 on the crown support 20 fits snugly into a crown battle
shield hole 28 on the crown battle shield 18, although other
configurations are possible. In the described embodiment,
the physical top 10 may be customized by swapping one
crown nut 16 with another and one crown battle shield 18
with another without dismantling the remainder of the
physical top 10 for customization.

Also 1n the described embodiment, the crown nut 16, the
crown battle shield 18 and the crown support 20 fit together
to form a single piece, which are fully customizable and may
appear 1n various forms. As shown further in FIG. 1B, the
crown of the physical top 14 attaches to a point 24 with an
NFC module 22 sandwiched between the crown of the
physical top 14 and the point 24. Thus, the crown nut 16, the
crown ol the physical top 14, the NFC module 22, and the
point 24 snap together to form the physical top 10. In the
described embodiment, the NFC module 22 may be acti-
vated by a centrifugal switch so that spinning may be
detected. In some games involving battle between tops,
some tops will break apart after colliding with another top.
A “broken” top may be considered out of the competition,
and, thus, should not produce an NFC signal. Therefore, 1n
the described embodiment, the NFC module 22 may addi-
tionally, or alternatively, be activated by an assembly contact
switch that provides a closed circuit and an NFC signal when
a physical top 14 1s fully assembled and that provides an
open circuit and no NFC signal when the physical top 14 has
broken apart. Other activation means may be used.

FIG. 2A shows a perspective view of two players, each
with electronic devices, playing a battling game using four
physical toy tops and a stadium-shaped game board. In the
described embodiments, a battle using a multiplicity of
physical toy tops occurs 1n a stadium-shaped game board 30.
FIG. 2A shows that the first player 32 has spun one battling
physical top 34, which 1s spinning in the stadium-shaped
game board 30. The first player 32 1s also shown holding a
wound physical top 36, which has been wound using the
ripcord 38 so that the wound physical top 36 1s gyrating and
will spin when placed on a the surface of the stadium-shaped
game board 30. The first player’s electronic device 40 sits 1n
close proximity to the first player 32 so that the first player
32 may see and hear the videogame app running on the first
player’s electronic device 40.
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Likewise, FIG. 2A shows that the second player 42 has
spun one battling physical top 44, which 1s spinning in the
stadium-shaped game board 30. The second player 42 1s also
shown holding a wound physical top 46, which has been
wound using the ripcord 48 so that the wound physical top
46 1s gyrating and will spin when placed on a the surface of
the stadium-shaped game board 30. The second player’s
clectronic device 50 sits 1n close proximity to the second
player 42 so that the second player 42 may see and hear the
videogame app running on the second player’s electronic
device 50. The stadium-shaped game board 30 may be
turther 1dentified, uniquely 1dentifiable, or redeemable either
through digital connectivity, with a slip sheet insert, or using,
a communicated or printed code.

In scenarios like that in FIG. 2A, the battling physical top
34, the battling physical top 44, the wound physical top 36,
the wound physical top 46, the stadium-shaped game board
30, the first player’s electronic device 40 and the second
player’s electronic device 50 are all NFC equipped and are
capable of recognizing each other, which may be subject to
activation by registration in some described embodiments.
Other protocols may be used. For example, the first player
32 has purchased the battling physical top 34 and the wound
physical top 36 and registered them to an account associated
with the first player 32 and a videogame app running on the
first player’s electronic device 40. Similarly, the second
player 42 has purchased the battling physical top 44 and the
wound physical top 46 and registered them to an account
associated with the second player 42 and a videogame app
running on the second player’s electronic device 50.

In this example, because each NFC equipped physical top
has a unmique alphanumeric identification number that it
communicates to each player’s NFC equipped electronic
devices, the videogame application on each player’s elec-
tronic device may sense which battling physical tops belong,
to the player whose account 1s associated with that player’s
clectronic device and which battling physical tops belong to
the opposing player. Thus, the videogame application for a
particular player may keep track of the opponents’ 1dentities
against whom that particular player has battled. Each vid-
cogame application may further offer a user input interface
to allow each player to enter who won each battle.

In some embodiments, as noted above, the NFC module
in a physical top may be activated by a centrifugal switch so
that spinning may be detected and/or an assembly contact
switch so that a fully assembled top may be detected. In
these embodiments, the videogame application on each
player’s electronic device may be programmed to know that
a particular physical top has stopped spinning because the
videogame application 1s no longer receiving the physical
top’s unique alphanumeric identification number because of
rotation or because the physical top has broken apart. In
these embodiments, the videogame application may auto-
matically calculate who has won by the last top spinning, as
well as calculate battle standings and related statistics. For
purposes ol the described embodiment, a physical top that
has broken apart 1s no longer spinning.

It should be noted that FIG. 2A features physical tops that
begin gyrating iternally when energy 1s transferred to the
top from a player pulling a nipcord. This configuration
allows the player to hold a top that 1s gyrating internally and
to place the top onto a surface so the top will spin without
the top losing much energy. While this form of a physical top
may be desirable 1 many embodiments, the described
manner of spinning the top 1s not meant to be limiting, and
other means of spinning the physical tops are possible, and
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means other than recerving NFC from spinning may be used,
such as means using an assembly contact switch as
described above.

FIG. 2B shows a transparent plan view from the side of
a stadium-shaped game board. In this particular embodi-
ment, the battle arena 1s an NFC equipped stadium game
board 52 with an NFC reader antenna 54 proximate the NFC
equipped stadium game board 52 such that the NFC reader
antenna 54 will detect a spinning top within the NFC
equipped stadium game board 52. The stadium electronics
56 inputs signals from the NFC reader antenna 34 and
receives the unique alphanumeric identifier only for tops
within the NFC equipped stadium game board 52. In tops
where a centrifugal switch enables an NFC read only for
spinning tops, the stadium electronics 56 will start detecting
spinning tops when placed within the NFC equipped sta-
dium game board 52 and stop detecting a top when the top
stops spinning within the NFC equipped stadium game
board 52 or exits while spinning. In tops where an assembly
contact switch enables an NFC read only for assembled tops,
the stadium electronics 56 will start detecting assembled
tops when placed within the NFC equipped stadium game
board 52 and stop detecting a top when the top stops breaks
apart within the NFC equipped stadium game board 52 or
exits while spinning.

The stadium electronics 56 communicates 1n real time
with a videogame app on an electronic device 58 by sending
the unique alphanumeric identifiers of the tops spinning
within the NFC equipped stadium game board 52 to the
videogame app through a wired connection 60 plugged 1nto
the headphone jack 62 of the electronic device 58. Although
this connection 1s shown as wired, wireless connections may
also be used. This way, from real time data, the videogame
app can determine the order in which the spinning tops stop
and thus determine a winner and the finishing positions of all
the competitors. For example, in FIG. 2B, the first player top
64 and the second player top 66 may be placed onto the
stadium playing surface 68, where each top will spin and
emit 1ts unique alphanumeric identifier and continue to emait
the 1dentifier while spinning Meanwhile, the data from the
spinning tops will go through the stadium electronics 56 to
the electronic device 58, where the videogame app will track
the battle until all tops have stopped spinning. Then, the
videogame app will be able to determine the entire outcome
of the battle, including the winner and the order 1n which the
tops stopped. Additionally, the videogame app may manage
statistics for all players and offer rewards to redeem either 1n
the real world or 1n the virtual world. The statistics kept may
also be transferred to the Cloud for storage, management,
including rewards, and use across a network.

FIG. 2C shows physical toy top recognition on the elec-
tronic device when a player returns from playing a physical
battle and goes to play a virtual battle. Once the players have
finmshed the physical battle 1n the real world, they may return
to battle 1n the virtual world by performing the tapping
process described above. That 1s, each player may take his
or her registered physical top 70, with the videogame app
running on the electronic device 72, and tap the top on the
video screen 74 of the electronic device 72. Because the
player has registered the physical top 70, the videogame app
recognizes the unique alphanumeric 1dentification and dis-
plays a top recognition notice 75 and a recognized top 1image
76, which 1s shown as an 1image of the registered physical top
70 1 FIG. 2C. At this point, the player has successiully
transierred the Spirit back to the virtual environment. The
player 1s also prompted with a virtual battle inquiry 78
asking the player 11 he or she wishes to battle 1n the virtual
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world. The player may select the virtual battle accept button
80 to play or the virtual battle decline button 82 not to play.

FIG. 3 shows how a player may register a physical top on
more than one of the player’s electronic devices in the
integrated multi-environment game. In the described
embodiments, a player who has a registered physical top 70,
may use the registered physical top 70 on any capable
clectronic device that the player owns. As shown in FIG. 3,
an 1integrated system may consist of a registered physical top
70, a first registered electronic device 84, and a second
registered electronic device 86. This principal may extend so
that a reglstered physical top 70 owner may play on all of
that owner’s electronic devices. Thus, a player may start
playing a virtual battle on the first registered clectronic
device 84, finish the battle, and tap the registered physical
top 70 on the first registered electronic device 84, or the
second registered electronic device 86 if allowed by a
particular embodiment, to transier the Spirit, or character, to
the registered physical top 70. The player may then play a
physical battle with the registered physical top 70, and,
when finished, tap the registered physical top 70 on the
second registered electronic device 86 to play a virtual battle
on the second registered electronic device 86 instead of the
first registered electronic device 84.

FIG. 4A shows the player beginning the transfer of a
spirit, or character persona, from the physical top 1n the real
world environment to the virtual environment through a
portal. Either at the beginning of play or aiter a battle 1n the
physical environment, the player will take the physical top
chosen for digital battle 88, which contains the spirit char-
acter 1 the physical top 90, and bring 1t to the player’s
clectronic device. FIG. 4B shows the player actuating the
transier of a spirit, or character persona, from the physical
top 1n the real world environment to the virtual environment
through the portal by tapping the physical top to the elec-
tronic device. FIG. 4C shows animation indicating that the
spirit, or character persona, 1s traveling through the portal.
Once the player has brought physical top chosen for digital
battle 88 with the spirit character 1n the physical top 90 to the
player’s mobile device 92, the player may tap the physical
top chosen for digital battle 88 to the screen of the mobile
device 92, and the spirit character 1n the physical top 90 will
transter into the virtual, or digital, environment. As the spirit
character transfers from the physical top chosen for digital
battle 88 to the virtual environment, the screen on the mobile
device 92 will show an animation 94 indicating that the spirit
character 1s in the process of transierring through the portal
from the real environment to the virtual environment. Once
the player has completed the transier of the spirit from the
physical top chosen for digital battle 88, the player will be
ready to battle in the virtual environment.

FIG. 4D shows a virtual environment that the spirit, or
character persona, encounters for battle the first time through
the portal. After the spirit transier to the virtual environment,
a virtual environment character 96 will appear 1n the vid-
cogame app holding a virtual top with the spirit 98. The
virtual environment character 96 will appear 1n a first virtual
environment 100, where the player will battle following a
storyline related to the first virtual environment 100. Once
the player finishes the battle 1n the first virtual environment
100, the player may return the spirit character to the physical
top by tapping again, or, in some embodiments, the user may
progress to another level within the videogame app. FI1G. 4E
shows a virtual environment that the spirit, or character
persona, encounters for battle a subsequent time through the
portal. Again, the virtual environment character 96 will
appear 1n a second virtual environment 102, where the
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player will battle following a storyline related to the second
virtual environment 102 and the virtual top with the spint
98. Once the player finishes the battle in the second virtual
environment 102, the player may return the spirnt character
to the physical top by tapping again, or, in some embodi-
ments, the user may progress to another level within the
videogame app.

FIG. SA shows the process of a spirit character transier-
ring from an electronic device to a physical toy. In this
example, a game player may own a tablet computer 104 or
a smart phone 106. If the game player has finished battling
in virtual world, the game player may use the videogame app
in either the tablet computer 104 or the smart phone 106 to
transter the spirit 108 used 1n the videogame battle back to
the physical top 110 from which the spirit 108 originated
using the transfer process 112 previously described.

FIG. 5B shows the process of a spirit character transier-
ring from a physical toy to an electronic device. In this
example, a game player may own a tablet computer 104 or
a smart phone 106. If the game player has finished battling
in physical world, the game player may use the videogame
app 1n either the tablet computer 104 or the smart phone 106
to transier the spirit 108 used 1n the physical real world from
the physical top 110 to either the tablet computer 104 or the
smart phone 106 using the transfer process 114 previously
described. The player may then have the spirit for battle 1n
the virtual environment on either the tablet computer 104 or
the smart phone 106.

FIG. 6A shows how a spinit character evolves during
videogame play as the player levels up. In a described
embodiment, when a player starts with a new spirit 116, the
new spirit 116 will be have a minimal set of capabilities and
will appear as young or undeveloped or having some other
characteristic to let the player know that the spirit 1s new.
After the player has gained experience battling and leveled
up many times 1n the virtual environment, the player will
experience an evolved spirit 118, which will be fully devel-
oped gradually through the intermediate levels 120.

FIG. 6B shows a spirit character when {first transterred to
the virtual environment. In this example, the player has
purchased a new top 122 and owns a tablet without the new
spirit 124 and a smart phone without the new spirit 126. The
new top 122 contains the new spirit 116, and the player will
have a minimal set of capabilities when {first transferring the
new spirit 116 to the tablet without the new spirit 124 or to
the smart phone without the new spirit 126 using the tapping
process 128 as described above. In some embodiments, the
player will be able to transfer the new spirit 116 to either the
tablet without the new spirit 124 or to the smart phone
without the new spirit 126 and be able to use the spirit from
cither the tablet or the smart phone.

FIG. 6C shows the spirit character when transferred from
the virtual environment back to the physical toy following
leveling up. After the player has battled in the virtual
environment and leveled up, the player will have a tablet
with the new spirit 130 and a smart phone with the new spirit
132. Because the player has leveled up, the player must
transter the evolved spirit 134 back to the new top 122 using
the tapping process 136. The player may imitiate the tapping
process 136 from either the tablet with the new spirit 130 or
the smart phone with the new spirit 132.

FIG. 6D shows how wvarious spirit characters evolve
during game play. Sample videogame ads 137a-c¢ display
new spirit characters 138a-c as the characters will appear at
level 1 and evolved spirit characters 140a-c as the characters
will appear at the highest level. The center ad shows an
example of an intermediately evolved character 142. This
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demonstrates that the player will transfer the spirit back and
forth between the real world and the virtual world several
times between level 1 and the highest level.

FIG. 7A shows that leveling up may occur from both
physical game play and videogame play and that the leveling
up may occur at different rates. In this specific example, the
player may level up from play in the real world and from
play 1n the virtual world, and the real world play represen-
tation 144 and the wvirtual world representation 146 are
compared. FIG. 7A shows the amount of time that 1t takes to
reach the same level both in the real world and in the virtual
world. Here, the real world play rate 148 1s faster that the
virtual world play rate 150, and the player will reach higher
levels faster from real world play. The ratio of these leveling
up rates may be adjusted.

FIG. 7B shows that game currency may be earned from
both physical game play and videogame play and that
currency may be earned at different rates. In this specific
example, the player may earn currency from play 1n the real
world and from play 1n the virtual world, and the real world
play representation 152 and the virtual world representation
154 are compared. FIG. 7B shows the amount of currency
that may be earned during a specific amount of playtime in
both 1n the real world and 1n the virtual world. Here, the real
world earning rate 156 is faster that the virtual world earning,
rate 158, and the player will earn more currency three times
taster from real world play. The ratio of these earning rates
may be adjusted.

FIG. 8 shows a virtual currency accounting for a player.
This accounting 1s presented in two windows, a personal
account mformation window 160 and a needed earnings
information window 162. In the personal account informa-
tion window 160, the player sees an account title section
164, with the current account title 166 directly below. The
player also sees a level section 168, with the current level
170 directly below. The player further sees a currency
section 172, with the number of points earned 174 and a
figure of a coimn to show one type of currency, and the
number of gems earned 176 and corresponding and corre-
sponding figure to show another type of currency. This and
other information may be displayed using various arrange-
ments.

In the needed earnings information window 162 the
player sees three colummns, a levels column 178, a gems
column 180 and an upgrades column 182. The levels column
178 shows the current level row 184 highlighted. In this
example, the player 1s 1n level one and 1s shown that entering
level 1 1s free and requires no gems. The player 1s also
shown that he or she may purchase a Fire Ball on level 1 for
100 coins, or points. The current level row 184 also shows
the spirit character at 1ts evolutionary state for that level 187.
Likewise, at level 2, the player will be at a different
evolutionary state and have a different character, will require
ten gems to reach level 2, and may buy a Fire Hammer at
level 2 for 100 coins, or points. Similarly, at level 3, the
player will be at a diflerent evolutionary state and have a
different character, will require twenty gems to reach level
3, and may buy a Fire Sword at level 3 for 150 coins, or
points. Other embodiments may use different scenarios and
combinations ol currency types.

As an added incentive to keep a player playing both 1n the
physical real environment and in the virtual environment,
described embodiments may use multipliers to accelerate the
rates at which a player earns currency, or points, and
increases levels. For example, a player’s earned points may
grow at rates increased by increasing multiples as the
amount of time that the player plays in the virtual environ-
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ment increases. Likewise, a player’s earning power may
increase by multiples as the player increases levels to
provide a reward for earned experience. Multipliers may
also be used to increase points, gems, or levels based on how
much a player spends on in-app purchases, how many
different tops a player battles against in the physical envi-
ronment, a promotional offer, etc.

FIG. 9 shows a sample of items that may be purchased
online whether in game or not. A player may be playing a
videogame and decide to make game-related purchases
without leaving the videogame application, or the player
may decide to make game-related purchases when the player
1s not playing the videogame. Either way, in the described
embodiments, a player may access a webpage to purchase
game related products for varying amounts ol currency
carned within the game. For example, FIG. 9 shows that a
player may purchase a physical toy carrying case 188 with
related non-NFC toys, which 1s available at a market price
and redeemable at a carrying case currency rate 190 of 100
currency points earned within the game per dollar. Also, a
player may purchase a physical top 192, which 1s available
at a market price and redeemable at a physical top currency
rate 194 of one gem and one “digital unlock™ earned within
the game per dollar. A “digital unlock™ occurs following a
player accomplishing defined achievements within the
game. For example, a player may win five virtual battles 1n
a row and digitally unlock a free physical top, which the
player may redeem at a physical top currency rate of one
gem and the physical top digital unlock. Likewise, a player
may purchase an arena 196, which 1s available at a market
price and redeemable at an arena currency rate 198 of five
hundred currency points and the arena digital unlock. Fur-
ther, a player may purchase a T-shirt 200, which 1s available
at a market price and redeemable at a T-shirt currency rate
202 of 50 currency points earned within the game per dollar.
Other products, as well as 1n game resources may also be
available 1n the described embodiments at various, possibly
changing, market prices and currency rates.

FIG. 10A shows a play loop for the described embodi-
ments. In step 204, two players, each with their respective
clectronic devices challenge each other to a physical top
battle. In step 206, the players tap their tops to one or more
clectronic devices to let the videogame app running on those
clectronic devices identify tops that will battle 1n the real
world. Now the videogame apps running on the one or more
clectronic devices can keep track of all the NFC enabled
tops. In step 208, the physical tops battle, and 1n step 210,
the winner taps the one or more electronic devices to identify
the winner of the battle. Likewise, the various videogame
apps running on the various electronic devices may keep
track of standings for all of the NFC-enabled, registered
tops. In step 212, the winner receives points 1n the winner’s
account, and the statistics kept on each electronic device are
updated. The winner will now have new currency to redeem.
After the winner has received points, the loop may return to
step 204 for a new challenge.

FIG. 10B shows an evolving character loop. In step 214,
a player battles in the virtual world either as an itial
videogame battle or following a physical top battle. In step
216, the player wins a battle, and, following the battle, 1n
step 218 the player has acquired gems from the victory. In

step 220, the player may spend those earned gems from that
player’s account and redeem the gems to evolve the spint
character in the virtual environment or to level up in step
222. Once the player has either evolved the spirit character
in the virtual environment or leveled up, or both, 1n step 224,
the player returns to step 214. Upon this return, the videog-
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ame app may allow another virtual battle or instruct the
player to tap out and engage 1n a physical top battle. After
step 216, the player has won a battle, and, following the
battle, 1n step 226 the player has acquired points from the
victory. In step 228, the player may spend those earne
points from that player’s account and redeem the points for
battle upgrades 1n the virtual environment, such as virtual
weapons, levels, etc. 1n step 230. Once the player has
redeemed points 1n the virtual environment, in step 232, the
player returns to step 214. Upon this return, the videogame
app may allow another virtual battle or 1nstruct the player to
tap out and engage 1n a physical top battle.

The wvideogame apps in described embodiments may
include a match tracker to track a player’s matches with
other players. Part of the videogame application allows NFC
communication between each player’s NFC-enabled elec-
tronic device and all the NFC-enabled physical tops battling.
Following a physical top battle, each videogame application
on each respective electronic device will allow the owner of
that electronic device to enter the winner and the losers.
Thus, the videogame apps on the electronic devices may
communicate with each other to check the accuracy of the
entered standings. Once the standings are declared accurate,
naming a winner 1s possible. FIG. 11 shows the match
tracker of the application on the electronic device declaring
a winner of the physical top battle. The winner’s electronic
device 234 notifies that winner that he or she has won the
battle by showing a graphic of the winner’s top 236 and the
virtual character 238 corresponding to the winner’s top. This
notification may appear on the winner’s electronic device
234 as well as all of the loser’s nearby electronic devices that
are running the videogame application. Similarly, the match
tracker may extend over a larger network.

For many of the interactions embodied above, players
must have opened accounts and registered their physical
tops so that those players may enjoy all of the benefits
offered by described embodiments. Because of the NFC
capabilities of the physical tops and the players’ electronic
devices, 1n embodiments where the electronic devices have
Cloud access, a player may cause physical top registration
simply by tapping the top to the electronic device running
the videogame application and having the videogame appli-
cation recognize the physical top and proceed with the
registration. These capabilities, however, present a unique
problem. A player who has an account may walk 1nto a store
with his or her electronic device, with the videogame
application running, and register one or more physical tops
simply by walking near the physical tops for sale. This
would allow the player access to the videogame application
allowed for the registered tops to a certain point in the game.
However, the player may do this for every physical top on
the shelf in the store. Even worse, once the unsold physical
tops are sold, the purchaser will not be able to register and
use the virtual environment features of the purchased tops
because those tops will have already registered the unique
alphanumeric 1dentification.

To alleviate this problem, described embodiments may
have a special trial mode and bonding feature. With this
teature, when the player taps a physical top on an electronic
device running the videogame application for the first time,
the videogame application will check to see 11 the physical
top 1s already associated with an account in the Cloud. If the
physical top has not been registered to an account, the
videogame application in the player’s electronic device will
showcase the spirit character belonging with the physical top
in a trial mode.
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Trial mode 1s a process that presents a story in the
videogame app where the player learns about spirits and
attempts to earn their trust through videogame play. The
purpose ol trial mode 1s to deter players from registering the
physical tops by using the codes without purchasing the
physical tops.

In the trial mode story, each spirit character 1s a young
creature when 1t 1s first introduced to a player. In the defined
videogame world, people are trainers. Before a spirit char-
acter may bond with a trainer, the player will experience a
trial mode where the player will need to prove the player’s
worth to the spirit character and earn the spirit character’s
trust.

From the player’s perspective, after the player taps the
physical top to the electronic device for the first time, the
player will receive a prompt from the videogame application
of the electronic device informing the player that the spirt
1s 1n trial mode until the spirit 1s ready to bond with the
player. During trial mode, the player may play with the
character in the virtual environment for a short gaming
session. During this short gaming session, the videogame
application will ask the player to complete several tasks 1n
the virtual environment. Following the short gaming session
and the completed tasks, the trial mode portion of the
videogame application will ask the player to send the spirt
back to the physical top. Once the player taps the physical
top, which may still be un-purchased, and sends the spirt
back to the physical top, the videogame application in the
clectronic device, and on all other electronic devices regis-
tered to the same account i1n some embodiments, will rest for
one hour. Other rest periods are possible. After the resting
time, the player may tap the physical top again to bring the
spirit back into the videogame application on the player’s
clectronic device. The trial sessions should be long enough
to allow store personnel to spot a loiterer. Furthermore,
registrations should not be allowed until the full bonding
session 1s completed 1n one session by one player. Because
those who will register physical tops without purchasing the
tops will not be able to loiter 1n a store for more than an hour,
the problems associated with players registering un-pur-
chased physical tops are solved. If the player fails to
complete the trial session within a set time or 1n one sitting,
then the trial mode exits.

Once the player has completed the trial mode, the player
will receive a message from the videogame application
alerting him or her that the spirit 1s ready to bond with the
player permanently. In the described embodiments, bonding
equals registration. Once the player chooses to bond, the
player’s purchased physical top will register automatically
to the player’s account through the videogame application
on the player’s electronic device.

By registering a physical top with a player’s account, the
player may use the registered physical top with other elec-
tronic devices without having to use a sign-on process. This
feature will allow live head-to-head battling with other
players and saving friends to a friends list. The videogame
applications running on each player’s electronic devices will
be able to venily that the opponents are using registered
physical tops by checking a list on the player’s electronic
device(s) 1n some embodiments and by checking master
registration logs i the Cloud in other embodiments.

FIG. 12 shows the process of registering a uniquely
identifiable top using the Cloud. In step 240, the player
places the NFC-enabled physical top 242 1n proximity to the
NFC reading electronic device 244. In step 246, the elec-
tronic device 244 pings a Cloud server 248 to see 1 the
NFC-enabled physical top 242 has been registered. In step
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250, the top has not been registered as reported from the
Cloud server 248, and the videogame application in the
clectronic device 244 will prompt the player to engage 1n the
bonding play loop. During the bonding play loop in the trial
mode, the videogame application will allow the player to
play temporarily with spirit 1n the virtual environment and
perform several activities within an hour long session.
Sessions of other lengths may be used, but the time period
should be long enough to allow store personnel to spot a
loiterer. Furthermore, registrations should not be allowed
until the full bonding session 1s completed 1n one session by
one player.

After the player has concluded the trial mode, or bonding,
the videogame application will ask the player to tap the
NFC-enabled physical top 242 to send the spirit back to the
NFC-enabled physical top 242. Digital play with the spirit in
the virtual environment will be inaccessible for an hour,
although other time periods may be used. After the hour, or
other length rest session, the videogame application will
prompt the player to tap the physical top to the electronic
device 244 to transier the spirit back to the videogame
application.

In step 252, once the spirit 1s back 1n the virtual environ-
ment, the electronic device 244 will ping the Cloud server
248 to confirm that the physical top has successtully com-
pleted the bonding play loop and that the physical top has
been registered to the player’s account. In step 254, with the
registration complete, 1t 1s shown that each time the player
brings the NFC-enabled physical top 242 1n close proximity
to an NFC-enabled electronic device 244 running the vid-
cogame application, the videogame application will recog-
nize the NFC-enabled physical top 242 and that 1t 1s regis-
tered to the player’s account.

FIG. 13A shows an example of a current online ranking
system at the top of the leader board with a first sample set
of statistics. In this embodiment, the top of the leader board
256 shows someone other than the player 1n first place and
on level 33. FIG. 13B shows an example of a current online
ranking system, and the player 1s shown 1n his position with
a second sample set of statistics. The player’s position on the
leader board 2358 1s shown with a rank of 4452 even though
the player 1s on level 21. Although the level may seem like
the player has accomplished a lot, a discouraged player who
has viewed the standings 260 will feel helpless if that player
wants to approach the top of the leader board. The player
will feel as if he or she 15 against the world. It will take many
hours for one to gain a meaningful ranking Newcomers will
have no incentive to increase their scores. Thus, the online
ranking system shown reduces player incentive and 1s not an
ellective retention driver.

FIG. 14 shows a model of an online ranking system that
will not reduce player incentive. In this model, players may
create their own groups based on their friends instead on
thousands of anonymous other players. A sample friends
group 262 1s shown as a box in FIG. 14. Additionally, friends
groups may be arranged based on skill to encourage con-
tinued play incentives for someone to play more often and
to play a wider range of other players without feeling
overwhelmed. Skill levels 264a-¢ show how the groups of
friends at similar levels may be arranged to drastically
reduce the number of people against whom the player
competes directly. Thus, an aspiring, improving player may
play to the best of his or her ability and feel competitive all
the time.

FIG. 15 shows the media and gaming ecosystem of a
described embodiment. In this embodiment, the NFC-en-
abled physical top 266 provides the centerpiece of the
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ecosystem. Connected to the centerpiece are various media
and gaming elements that relate to and rely on the spint
character associated with each NFC-enabled physical top
266. These media and gaming elements include a videogame
app 268 used as defined above, virtual currency 270 used as
defined above, web access 272 as defined above for gaming,
tracking, shopping, etc., and further as the field of the
described embodiments develops, a retail store 274 to buy
physical, related products, marketing and events 276 featur-
ing the characters and the products and competitors, etc., and
television 278, including programs related to the characters
and competitions, etc.

FIG. 16 shows that an alphanumeric code may be typed
to register a new top. In the event that the NFC communi-
cation fails during registration or account setup, the pack-
aging 1n which the top 1s purchased may include an alpha-
numeric code 280 that may be typed on the website
associated with the wvideogame application registration.
Additionally, in some embodiments, a scannable code, such
as a bar code or a QR code may be used to register a top or
to establish an account 1nstead of the code that may be typed.

While the present inventions have been 1illustrated by a
description of various embodiments and while these
embodiments have been set forth 1n considerable detail, it 1s
intended that the scope of the inventions be defined by the
appended claims. It will be appreciated by those skilled 1n
the art that modifications to the foregoing preferred embodi-
ments may be made 1n various aspects. It 1s deemed that the
spirit and scope of the inventions encompass such variations
to be preferred embodiments as would be apparent to one of
ordinary skill in the art and familiar with the teachings of the
present application.

What 1s claimed 1s:

1. A gaming system for mtegrated computer-related and
physical game play interactions comprising:

a physical game piece comprising:

a unique alphanumeric 1dentifier; and
a first signal transmitter configured to transmit the
unique alphanumeric identifier; and

an electronic device comprising;:

a first signal receiver configured to receive the signal
transmitted from the first signal transmitter;
an mput interface configured to recetve user mput; and
a game application 1 communication with the first
signal receiver and the mnput interface and responsive
to signals recerved by the first signal receiver and to
user mput from the mput mterface comprising:
a table of known unique alphanumeric identifiers;
a digital portal interface responsive to signals
received by the first signal receiver and configured
to receive the unique alphanumeric i1dentifier, to
query the table to match the unique alphanumeric
identifier to a table element, and to enter a trial
mode game application if the queried unique
alphanumeric identifier was not found, 1n which
the player 1s required to complete tasks within an
allotted time period and the player 1s required to
exit the trial mode 1f the player fails to complete
the tasks within the allotted time period; and to
generate output when the umque alphanumeric
identifier matches a table element; and
a two-state digital game environment that toggles
between states in response to the digital portal
output comprising:
a first-state program module that waits for the
digital portal output allotting time for play with
the physical game piece and that switches to a
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known second-state program module upon
receiving the digital portal output; and

a second-state program module comprising:

a digital character uniquely associated with the
unique alphanumeric identifier; and

a plurality of sequentially accessible gaming pro-
gram modules wherein a user may accumulate
a game score and with respectively sequential
levels of increasing difliculty featuring the digi-
tal character in the digital game environment
with the digital character and the digital envi-
ronment responsive to user input through the
input interface where the second-state program
module switches to the first-state program mod-
ule upon receiving digital portal output and
where the user accesses the sequentially acces-
sible gaming program modules and increases
the difliculty level and the accumulated game
score based on the quantity of digital portal
output and the quantity and pattern of user
input.

2. The gaming system recited 1in claim 1 wherein the game
application further comprises a multiplier program module
in commumnication with the first-state program module and
the second-state program module that multiplies one or more
of the difliculty level and the accumulated game score by a
predetermined multiple based on the quantity of digital
portal output and the quantity and pattern of user input.

3. The gaming system recited i claim 1 further compris-
ing a physical game board i communication with the
physical game piece comprising:

a game piece movement detector comprising:

a second signal recerver in communication with the first
signal transmitter that receives a unique alphanu-
meric 1dentifier from the physical game piece when
the game piece 1s on the physical game board; and

a motion sensor i communication with the second
signal receiver that determines whether or not the
physical game piece having the unique alphanumeric
identifier 1s moving on the physical game board; and

a second signal transmitter 1n communication with the

game piece movement detector that transmits the

umque alphanumeric 1dentifiers detected and whether
the physical game piece associated with the unique
alphanumeric identifier 1s moving.

4. The gaming system recited in claim 3 with the elec-
tronic device further comprising:

a first memory configured to store a list with each list item

comprising the unique alphanumeric identifier, a
motion indicator that indicates whether or not the
physical game piece having the particular unique alpha-
numeric identifier 1s moving, the accumulated game
score for the physical game piece having the particular
umque alphanumeric i1dentifier and the difhculty level
for the physical game piece having the particular
umque alphanumeric identifier; and

a game piece 1dentification and movement detection pro-
gram module 1n communication with the second signal
transmitter, the second-state program module, and the
first memory that 1n real-time reads the unique alpha-
numeric identifiers detected and the associated motion
indicators from the second signal transmitter and the
accumulated game scores and the difliculty levels for
cach unique alphanumeric identifier from the second-
state program module and writes the unique alphanu-
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meric 1dentifiers detected, the associated motion indi-
cators, the accumulated game scores and the difliculty
levels to the first memory.

5. The gaming system recited in claim 4 with the elec-
tronic device further comprising:

a user mterface 1n communication with the mput interface
configured to allow a user to mput one of a plurality of
game results and associate the game result with a
unique alphanumeric i1dentifier; and

a game result conversion program module 1 communi-
cation with the user interface and the first memory
configured to translate the game result into additional
points to add to the accumulated game score associated
with the unique alphanumeric identifier 1 the first
memory.

6. The gaming system recited i claim 3 further compris-
ing a network comprising a remotely connected network-
based gaming system management program module 1n com-
munication with the first memory.

7. The gaming system recited 1in claim 6 wherein the game
application further comprises a multiplier program module
in communication with the first-state program module and
the second-state program module that multiplies one or more
of the difliculty level and the accumulated game score by a
predetermined multiple based on the quantity of digital
portal output and the quantity and pattern of user input.

8. The gaming system recited in claim 6 with the network
turther comprising a connected network site configured to
let users make 1n-application purchases.

9. The gaming system recited in claim 8 wherein the user
may use points 1n the accumulated game score as a first
currency to purchase game elements for the digital character
to use 1n the digital environment and wherein the user may
further earn a second currency from increasing difliculty
levels.

10. The gaming system recited 1 claim 6 wherein the
network-based gaming system management program further
comprises an account management tool to allow users of the
network to open an account to allow the electronic device
from one gaming system to recognize the physical game
piece ol a different gaming system.

11. The gaming system recited in claim 1 wherein the
digital character evolves as the difliculty level increases.

12. The gaming system recited i claim 1 wherein the
first-state program module further comprises a display and
wherein the display shows story elements related to the
digital character and the digital environment while the
first-state program module waits for digital port output.

13. The gaming system recited 1n claim 1 further com-
prising the digital portal interface further configured to
generate a friends list comprising the unique alphanumeric
identifiers of the physical game pieces received by the first
signal receiver.

14. The gaming system recited 1in claim 1 wherein the user
may use points 1n the accumulated game score as a first
currency to purchase game elements for the digital character
to use 1n the digital environment and wherein the user may

further earn a second currency from increasing difliculty
levels.
15. A gaming system for integrated computer-related and
physical game play interactions comprising:
a physical game piece comprising:
a unique alphanumeric 1dentifier; and
a first signal transmitter configured to transmit the
unique alphanumeric identifier; and
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an electronic device comprising: a multiplier program module 1 communication with

a first signal receiver configured to receive the signal the first-state program module and the second-state
transmitted from the first signal transmatter, program module that multiplies one or more of the

an 1put interface contfigured to receive user iput; and difficulty level and the accumulated game score by a

a game application in communication with the first s predetermined multiple based on the quantity of
sigqal receiver.and the input inte}'face and responsive digital portal output and the quantity and pattern of
to signals recerved by the first signal receiver and to user input.

user input from the i.nput interface cgmpﬂsil}g: 16. The gaming system recited in claim 15 with the
a table of known unique alphanumeric identifiers; electronic device further comprising:

! rilcg;[ile d%(;friile é?:fi;;l ;:sg;iilzz q f:?jnisilggllllraels ' 4 first memory configured to store a list with each list item
. . . . 151 th ' Iph iIc 1dentifl

to recerve the unique alphanumeric identifier, to PO e HRIAHY - CIPUAdHIITEtie ARCEL @
query the table to match the unique alphanumeric motion indicator that indicates whether or not the
identifier to a table element, and to enter a trial physical game piece having the particular unique alpha-
mode game application if the queried unique 15 numeric identifier 1s moving, the accumulated game
alphanumeric identifier was not found, in which score for the physical game piece having the particular
unique alphanumeric 1dentifier and the difliculty level

the player 1s required to complete tasks within an | _ | |
allotted time period and the player is required to for the physical game piece having the particular
unique alphanumeric 1dentifier;

exit the trial mode i1 the player fails to complete

the tasks within the allotted time period; and to 20  a game piece identification and movement detection pro-

generate output when the unique alphanumeric gram module 1n communication with the second signal

identifier matches a table element; and transmitter, the second-state program module, and the
a two-state digital game environment that toggles first memory that in real-time reads the unique alpha-
numeric identifiers detected and the associated motion

between states in response to the digital portal
output comprising: 25 indicators from the second signal transmitter and the
accumulated game scores and the difliculty levels for

a first-state program module that waits for the

digital portal output allotting time for play with
the physical game piece and that switches to a
known second-state program module upon

cach unique alphanumeric identifier from the second-
state program module and writes the unique alphanu-
meric 1dentifiers detected, the associated motion 1ndi-

receiving the digital portal output; and 30 cators, the accumulated game scores and the difliculty
a second-state program module comprising: levels to the first memory;
a digital character uniquely associated with the a user mterface 1n communication with the mput interface
unique alphanumeric identifier; configured to allow a user to mput one of a plurality of
a plurality of sequentially accessible gaming pro- game results and associate the game result with a
gram modules wherein a user may accumulate 35 unique alphanumeric i1dentifier; and
a game score and with respectively sequential a game result conversion program module 1n communi-
levels of increasing difliculty featuring the digi- cation with the user interface and the first memory
tal character in the digital game environment configured to translate the game result into additional
with the digital character and the digital envi- points to add to the accumulated game score associated
ronment responsive to user input through the 40 with the unique alphanumeric identifier 1n the first

input interface where the second-state program

memory.

17. The gaming system recited in claim 16 further com-
ule upon receiving digital portal output and prising a network comprising a remotely connected net-
where the user accesses the sequentially acces- work-based gaming system management program module 1n
sible gaming program modules and increases 45 communication with the first memory.
the difliculty level and the accumulated game 18. The gaming system recited in claim 17 wherein the
score based on the quantity of digital portal network-based gaming system management program further
output and the quantity and pattern of user comprises an account management tool to allow users of the
input; network to open an account to allow the electronic device

a physical game board 1n communication with the physi- 50 from one gaming system to recognize the physical game

cal game piece comprising: piece of a different gaming system.
a game piece movement detector comprising: 19. The gaming system recited in claim 15 wherein the
a second signal receiver 1n communication with the digital character evolves as the difliculty level increases.
first signal transmitter that receives a unique 20. A method for registering a game piece comprising:
alphanumeric identifier from the physical game 55  providing a physical game piece comprising:
piece when the game piece 1s on the physical game providing a unique alphanumeric 1dentifier;
board; and providing a first signal transmitter; and
a motion sensor in communication with the second transmitting the unique alphanumeric identifier from
signal receiver that determines whether or not the the first signal transmitter; and
physical game piece having the unique alphanu- 60  providing an electronic device comprising:
meric 1dentifier 1s moving on the physical game providing a first signal receiver;
board; and receiving the signal transmitted from the first signal
a second signal transmitter in communication with the transmuitter;
game piece movement detector that transmits the providing a network interface to a remote location
unique alphanumeric 1dentifiers detected and 65 configured to query remote registration information
whether the physical game piece associated with the containing previously registered unique alphanu-
unique alphanumeric identifier 1s moving; and meric 1dentifiers and to return data indicating

module switches to the first-state program mod-
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whether the queried umique alphanumeric 1dentifier
was found or was not found;
querying the network interface with the recerved signal;
receiving a response from the network interface;
entering a trial mode game application 1f the queried
unique alphanumeric identifier was not found com-
prising;
requiring the player to complete tasks within an
allotted time period;
exiting the trial mode 11 the player fails to complete
the tasks within the allotted time period; and
instructing the player to do something to have the
physical game piece transmit the unique alphanu-
meric i1dentifier if the player completes the tasks
within an allotted time period;
resting for a specified period;
registering the unique alphanumeric identification
number; and
playing a videogame 1f the quernied unique alphanu-
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meric 1identification number 1s registered.
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